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WELCOME TO NEW CAPENNA 


THE CITY 


Surrounded by the blasted wastelands of a long-ago war, 
the city of New Capenna rises like a beacon. Glistening art- 
deco towers clad in chrome, glass, and steel reaching ever 
higher in the city's constant cycle of construction. 

The city was built as a last defensible sanctuary for the 
plane's people during that ancient war, but the city has long 
outlasted the war. Ruled now by the five crime families, it is 
the plane's beating heart, a glimmering, never-sleeping city 
of vice and prosperity, where the possibilities of opulence 
and wealth are on offer for those ruthless enough to claim 
the opportunity. Those willing to take this leap will almost 
certainly join one of the five families: The legalist and 
pactmaker Brokers, the information-dealers and oracles of 
the Obscura, the the assassins and artists of the Maestros, 
the construction workers and artisans of the Riveteers, or 
the party-hosts and trend-setters of the Cabaretti. 


THE DISTRICTS 

There are three tiers to the city of New Capenna, each with 
their own influence from the families’ presence. At its base 
lies the sweltering Caldaia, a layer of industry and 
infrastructure from which the Riveteers run their 
operations, packed among the support struts that hold the 
rest of the city above. At the city's vertical centre is its 
bustling heart - the Mezzio, home to most of the city's 
businesses, always busy, filled with those on their way up in 
life and, those falling back down. Above it all stand the 
idyllic rooftop garden neighbourhoods of Park Heights, 
home and headquarters of those who have played the city 
and won. 


HALO 


Just a little halo makes the world go round and round, 
Just a little Halo lifts your feet up off the ground 

When your dreams turn into nightmares, when you're 
feeling kinda down, 
With a little Halo you could run this town. 


Drink, drug, power source, and much more, Halo is the 
lifeblood of New Capenna, filling glasses at bars as readily 
as powering the engines of industry. The families’ balance 
is maintained by the Halo trade, produced through arcane 
means that few today understand, seemingly flowing from 
the very infrastructure of New Capenna, as if bleeding from 
the statues of angels that dot the city. 


HALO 
Potion, rare, 25gp 

When you drink a dose of Halo, you gain the following 
benefits: 


e You gain 1d10 temporary hit points which last for the 
next 8 hours. 

e You gain advantage on all ability checks for the next 
minute. 

e The next spell you cast in the next minute is cast at one 
level higher than the spell slot you expended to cast it. 


ADVENTURING IN NEw CAPENNA 


. A character from new capenna will typically be a member 
of one of the five families, although this isn't necessarily 
vital - many citizens do their best to avoid involvement. 
That said, a character from New Capenna likely knows the 
five familes and their influence on the city very well, with 
personal connections to at least one of the families. 


NEW CAPENNA RACES 


The following races appear in new capenna: 

Humans, Aarakocra (EE), cephalids, viashino 
(dragonborn), elves (wood, high), fairy (WBtW), ogres 
(using the rules for orcs), racoonfolk, rhox, tabaxi (VGtM), 
devils (tieflings), vampires (dhampir VRGR) 

Rules for Cephalids, Raccoonfolk, and Rhox are 
presented below. 


CEPHALID 


Cephalids are humanoid octopi, with a build similar to 
humans, but with a few stark differences - clammy, colour 
changing skin, tentacles where others have hair, three 
hearts, and a complete lack of bones. 


CEPHALID TRAITS 


Your cephalid character has the following racial traits. 

Creature Type. You are a humanoid. 

Size. You are medium. 

Speed. Your walking speed is 30 feet. 

Boneless. You can loosen your muscles to a point that 
your body loses all rigidity, allowing you to squeeze to fit 
into spaces that a Small creature could fit in. 

Color-shifting. Your skin is bioluminescent, and changes 
color with your emotions, which well-disciplined Cephalids 
can employ to powerful effect. You have proficiency in the 
Stealth skill When you reach 5th level, you can cast the 
hypnotic pattern spell centred on yourself once with this 
trait and regain the ability to do so when you finish a long 
rest. Constitution is your spellcasting ability for this spell 


Darkvision. Your eyes are developed for a nocturnal 
lifestyle, made much easier by the constant glow of the city. 
You can see in dim light within 60 feet as if it were bright 
light, and in darkness as if it were dim light. 

Tri-hearted. You have advantage on Constitution saving 
throws. 

Languages. You can speak, read and write Common and 
Cephalid. 


RACCOONFOLK 


Among the smallest of New Capenna's citizens, 
Raccoonfolk can use their size to slide beneath the notice 
of others, making them invaluable to their allies. 
Raccoonfolk have incredibly sensitive hands, making them 
particlarly capable of developing skills working with their 
hands. 


RACCOONFOLK TRAITS 


Your raccoonfolk character has the following racial traits. 

Creature Type. You are a humanoid. 

Size. You are small. 

Speed. Your walking speed is 30 feet. 

Keen Sense: Touch. You gain advantage on touch-based 
Intelligence (Investigation) checks 

Masked Bandit. You can cast the disguise self spell once 
with this trait, and regain the ability to do so when you 
finish a long rest. 

Masters of Mischief. You have proficiency in the Sleight 
of Hand and Stealth skills. 

Darkvision. Your eyes are developed for a nocturnal 
lifestyle, made much easier by the constant glow of the city. 
You can see in dim light within 60 feet as if it were bright 
light, and in darkness as if it were dim light. 

Languages. You can speak, read and write Common and 
Raccoonfolk. 


RHOX 


With a reputation for being dependable, reliable and built 
like a brick wall, many Rhox find themselves a niche as 
boxers, bouncers and heavy lifters for the families, like the 


infamous Broker Perrie the Pulverizer, or the Riveteer 
bruiser Mr Orfeo, the Boulder. This said, Rhox can be 
found in any other walk of life, as New Capenna is ripe with 
opportunity. 


RHOX TRAITS 


Your rhox character has the following racial traits. 

Creature Type. You are a humanoid. 

Size. You are medium. 

Speed. Your walking speed is 30 feet. 

Powerful Build You count as one size larger when 
determining your carrying capacity and the weight you can 
push, drag, or lift. 

Horn. Your horns are natural melee weapons, which you 
can use to make unarmed strikes. If you hit with them, you 
deal piercing damage equal to 1d6 + your Strength 
modifier, instead of the bludgeoning damage normal for an 
unarmed strike. 

Natural Armor. You have thick, leathery skin. When you 
aren't wearing armor, your AC is 12 + your Constitution 
modifier. You can use your natural armor to determine your 
AC if the armor you wear would leave you with a lower AC. 
A shield’s benefits apply as normal while you use your 
natural armor. 

Languages. You can speak, read and write Common and 
Rhox. 


HALO-POWERED 
‘TECHNOLOGY 


New Capenna’'s technology takes inspiration from the same 
source as most of the setting's visual cues - the Roaring 
20s. 

New Capenna is urban and developed to a degree similar 
to Ravnica, but with Halo as a miracle fuel, powering the 
lights of the skyline, and technology rarely seen on other 
planes, like automobiles, trains, and aircraft. Halo-powered 
firearms can be represented with staffs and wands. 


Cars IN NEw CAPENNA 

Adventures on the streets of new Capenna may involve 
characters driving, including hectic pursuits along the city's 
suspended roadways. Rules for vehicles are included from 
page, which can be purchased for around 200gp. Vehicle 
rules and more prices are included at the end of this file. To 
add more vehicles to your adventures, consider working 
from the vehicles in Descent into Avernus. 


HALO-POWERED MAGiIc ITEMS 

Halo serves as a magical fuel for New Capenna's 
technology beyond just the vehicles, including Magic Items. 
If a magic item has a number of charges, those charges do 
not regenerate as included in the item's rules. Instead, a 
dose of Halo restores three charges to the item. 


WEAPONS, ARMOR AND 
EQUIPMENT 


WEAPONS 
Concealed weapons are favored by all of the families save 
the Riveteers, since they generally arm themselves with 
construction tools that can double as weapons in a pinch. 
Otherwise, most weapons carried on the Streets of New 
Capenna are concealable - typically those with the light 
property, which can be hidden in clothing. When larger 
weapons are used, they're typically in the hands of 
bodyguards, bouncers, racketeers or debt collectors, their 
presence as much for intimidation as for actual use. Larger 
weapons are occasionally concealed with clever disguises, 
like hiding them in instrument cases. 


oe 


HALO FIREARMS 

Halo-fuelled firearms are the main ranged 
weapons used in New Capenna, with bows and 
crossbows considered outdated - characters who 
would start with one of these weapons may 
instead choose to start with a Halo pistol or rifle. 
Characters which would normally be proficient 
with bows are automatically proficient with 
firearms. Loading these weapons with a dose of 
Halo counts loads 20 shots, which deal radiant 
damage instead of their normal damage. The 
weapon doesn't need to be reloaded as normal 
until 20 shots have been fired. 
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CLOTHING AND ARMOR 

New Capenna's clothing style is representative of American 
cities in the 1920s-30s, so characters will tend to wear the 
suits, workers clothing, or dresses associated with this 
period, rather than tunics, wizard robes, or chain mail. 
Those who can afford to keep up with the latest fashions 
typically dress in some variety of Flapper fashion or 
pinstripe suits. 

Light armor can often be blended into the design of a 
fashionable suit or dress. Medium armor often consists of 
the same protection as light armor, but with additional art- 
deco plates, which cover vital areas and cut a striking 
silhouette. Heavy armor is rarely worn on the streets, and 
doing so is a statement of intent for violence, putting all 
eyes on the wearer. In a world of covert operations and 
carefully maintained peace, this is usually avoided. 


EQUIPMENT 

All in all, carrying around a pack of adventuring equipment 
is not necessary in New Capenna. Most adventures won't 
take characters to a distance more than 2 hours from their 
homes, and food is readily available at many street corners, 
so carrying, for example, a bedroll and a week's worth of 
rations is unnecessary. Most characters will pick up items 
they know they'll need before a job, those with a stash of 
adventuring gear will typically keep it in the trunk of their 
car rather than in a backpack. 


CLASSES 


In New Capenna's urban, industrialised, modern world, the 
classes take on different appearances to those typical of 
other D&D worlds. 
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Artificers are most commonly found in the Caldaia, 
working in the heart of industry, though are just as likely to 
be found in the planning offices of Park Heights. While 
they're most common among the Riveteers, every family 
has a use for craftspeople. 

Barbarians find places as the families' hired muscle, or 
in New Capenna's popular prize fighting scene. The 
Riveteers have the highest number of barbarians, where 
brute strength is as useful on the building sites as it is in 
battle. 

Bards are most common among the Cabaretti, in the 
roles of socialites, lounge singers, and masters of 
ceremonies. That said, bards are present amongst the 
other families, like the fortune tellers of the Obscura, or 
motivating work teams of Riveteers. 

Clerics in New Capenna are dedicated to the abstract 
concepts of their domains, rather than to any gods, and 
their power is usually derived from the magic of their 
families, though some seem capable to draw a magic 
visually similar to Halo, but from an unknown source. 

Druids still form a large part of the Cabaretti, dispite 
their urban lifestyles. Those who seek to be more in touch 
with nature take work as park-keepers and gardeners in 
Park Heights. 

Fighters are a common sight as bruisers and bouncers 
for the families. Given that publicly carrying weapons is an 
invitation for trouble, most fighters learn the Unarmed 
Fighting fighting style presented in Tasha's Cauldron of 
Everything. 

Monks mostly appear in New Capenna's fighting circuits, 
running rings around their opponents with their high-speed 
unarmed fighting style. All of the families can see the value 
in a monk, as nimbleness combined with the ability to 
down a foe without having to carry a weapon makes a 
useful fixer indeed. 

Paladins are most common among the Brokers, who 
originally formed from an order of paladins. Paladins serve 
as the hard-hitters for their family, often being called into 
service to solve a major problem that can only be solved 
through violence. This may mean working an individual 
pursuit, or leading a group of other agents. 

Rangers are rare on New Capenna, but not unknown. 
They can serve as bounty hunters and fixers for the 
families, but it isn't unknown for Rangers to work as 
private detectives, although this work is highly dangerous 
as it risks drawing the ire of the familiew while lacking 
their protection. 

Rogues are perhaps the most classes in New Capenna, 
covering the average criminals who serve the families. That 
said, the Maestros and Obscura are both considered to 
include the most skilled covert operatives of New Capenna, 
though with different skill sets: the Obscura's agents focus 
on information-gathering, while the Maestros skill lies in 
carefully executed killings. 

Sorcerers can be found amongst any of the families, all 
of whom have a use for spellcasters with a wide range of 
skills. 

Warlocks on new Capenna tend to have made a personal 
deal with the leader of one of the families, often serving to 
complete assignments in their patron's particular interest. 

Wizards make up a large portion of New Capenna's 
skilled practicioners of spellcasting, with many working 
with divination magic for the Obscura. 


BROKERS 


"The Brokers were first recruited from the paladins of Old 


Capenna; in New Capenna, they are rigorous favor-dealers 
that practice a self-serving, but still useful, form of contract 
protection. They focus on keeping a peace that benefits the 
five families and maintains the facade that this is a city with 
rules and order. They will keep you safe whether you want 
them to or not." 


-Planeswalker's Guide to Streets of New Capenna 


SUGGESTED CLASSES: 
Cleric, Paladin, Rogue, Warlock, Wizard 


BACKGROUND - BROKERS AGENT 


Without the Brokers, this city has the potential to fall into 


violence between the families, with everyone else falling 
through the cracks. Whether to offer protection or in 
search of personal power, you joined the Brokers, with 
protection from the dangers of the city paid for through 
service. 

Skill Proficiencies: Insight, Persuasion 

Tool Proficiencies: Calligrapher's supplies, Forgery kit 

Languages: Abyssal 

Equipment: An ink pen, a small knife, a set of common 
clothes, and a purse or wallet containing 10 gp 


FEATURE: LEGAL EAGLE 

You have a strong understanding of New Capenna's fragile 
framework of pacts, alliances, and laws that people pretend 
to follow. You can easily tell if a pact, deal, or contract 
favors one party over the other, and at the same time are 
very good at disguising legal imbalance in your own 
writing. 


BROKERS FAMILY SPELLS 
Prerequisite: Spellcasting or Pact Magic class feature 

For you, the spells on the Brokers Family Spells table are 
added to the spell list of your spellcasting class. (If you are 
a multiclass character with multiple spell lists, these spells 
are added to all of them.) 


BROKERS FAMILY SPELLS 
Spell Level Spells 
Cantrip guidance, word of radiance 
Ist shield, shield of faith 


2nd calm emotions, zone of truth 
3rd counterspell, dispel magic 
Ath death ward, private sanctum 


5th dispel evil and good 


Your magic tends to manifest as glowing blue and green 
shields resembling the art deco windows of the city. 


SUGGESTED CHARACTERISTICS 
Members of the Brokers are often assumed to have a 
smugness about the power they possess over those in their 
protection, but many Brokers do have a genuine desire to 
keep the city in a stable state and protect those in their 
charge. 

This section also suggests a contact your character 
knows from another family, giving them someone to turn to 
when in need of a way in. 
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d8 Personality Trait 


1 | choose my words carefully, like the words of a 
contract. 


2 I'm always the first to offer a pen. 


3 | always make my intent clear, lest the social contract 
be misread. 


4 | aim to protect myself first whenever any danger 
arises. 


5 | roam some areas care-free, in full knowledge my 
contracts protect me. 


6 Breaking a legally binding pact is unforgivable. 
7 | hate when people make light of a serious situation. 


8 | never raise my voice or lose my temper. 


dé Ideal 
1 Family. The family is all that really matters. (Any) 


2 Justice. Those who break contracts need to answer 
for their crimes. (Lawful) 


3 Power. There's just something about watching 
someone squirm for falling to read the terms they 
signed. (Evil) 

4 Fairness. As long as | gain something from a contract, 
then it’s worth doing. (Neutral) 


5 Order. The Brokers are the ones cecee New 
Capenna running and presenting a semblance of law. 
(Lawful) 


6 Punishment. People won’t break pacts once they 
learn what happens to those who do. (Evil) 
dé Bond 


1 I've been wronged too many times living in this city, 
and the Brokers give me both protection, and a 
chance to get back at those who wronged me. 


2 | was put in peril and forced into a contract after the 
Brokers saved my life. 
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3 | had stumbled unto the doomsday prophecy, sworn 
to its secrecy by contract with the Brokers. 


4 As part of a contract, | am sworn to protect a new 
member of the Brokers, and keep them out of trouble. 


5 One of my parents is a well-known public defender, 
who always hoped I'd follow in their footsteps. 


6 I'm sheltering an old friend and former Broker who 
made the mistake of trying to back out of a contract 
with Falco Sparra. 


d6 Flaw 


1 | read, re-read, and read once more any text or 
interaction that could be considered a contract. 


2 | scrutinize the words someone chooses to speak 
while in my presence. 


3 | flat-out refuse to sign anything | haven’t written. 
Nobody is outsmarting me. 


4 If someone refuses a beneficial pact when offered, | 
lose all respect for them. 


5 I'll gladly turn a blind eye to injustice if someone 
doesn’t have or want our protection. 


6 | shut down when outsmarted. 


CONTACT IN ANOTHER FAMILY 
d4 Contact 


1 | regularly visit an Obscura informant when | need a 
little more information about who I’m going to sign 
a pact with. 


2 | get my coffees at the same place as a Maestro art 
critic. We're both regulars, so we chat every now and 
then. 


3 | built up a rapport with a Riveteer crew fixing the 
plumbing of my apparent, and invited them in for 
drinks after their work was done. 


4 My Cabaretti former neighbor has a soft spot for me 
after | nullified the noise complaints against them as 
a moving-away present. 
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OBSCURA 


"In Old Capenna, the Obscura were wizards; now, they deal 


in prophecy, fortune telling, and esoteric communion with 
dreams and the realm of the dead. If an event happens in the 
city, the Obscura will have predicted it, captured it with 
their signature aperture magic, and filed it away in their 
archives. They are the builders and breakers of fortune; for a 
price, you can have the future that you want, or bury 
someone else's." 


-Planeswalker's Guide to Streets of New Capenna 


SUGGESTED CLASSES: 
Cleric, Rogue, Warlock, Wizard 


BACKGROUND - OBSCURA AGENT 


The obscura see all that takes place in the city, in one way 
or another. You may serve your family by gathering 
information as spy watching the present, an oracle 
gathering information of the future, or a Ruiner - those who 
expose the dirt on a mark. 

Skill Proficiencies: Insight, Perception 

Languages: Two of your choice 

Equipment: A magnifying glass, a tarot deck, a set of 
common clothes, and a purse or wallet containing 5gp 


FEATURE: INFORMANT NETWORK 

Your place within the information network of the Obscura 
gives you a general awareness of what's going on in New 
Capenna that few others can match. Whenever a 
noteworthy crime or mysterious happening occurs in the 
city, you can use your contacts in the family to learn a list of 
1d4 suspects who, if they aren't involved, have a strong 
chance of knowing who is. 


OBSCURA FAMILY SPELLS 
Prerequisite: Spellcasting or Pact Magic class feature 

For you, the spells on the Obscura Family Spells table 
are added to the spell list of your spellcasting class. (If you 
are a multiclass character with multiple spell lists, these 
spells are added to all of them.) 


OBSCURA FAMILY SPELLS 
Spell Level Spells 


Cantrip encode thoughts, minor illusion 
1st identify, silent image 
2nd detect thoughts, see invisibility 
3rd clairvoyance, hypnotic pattern 
Ath arcane eye, divination 


5th scrying 


Your magic tends to manifest as circular blue illusory 
screens showing the images of those whose pasts or 
futures you look into. This blue glow appears likewise on 
your other magic, often dulling the effects of spells and 
letting you blend in more easily by night beneath the 
streetlights. 


SUGGESTED CHARACTERISTICS 

The other families see Obscura agents as too curious for 
their own good, but what makes each individual distinct is 
how they feel about the information their family gathers - 
how it should be interpreted, how it should be used, and 
what more could be learned from it. 
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d8 Personality Trait 
1 There's nothing | will believe without proof. 


2 | like to sound mysterious, because wisdom hidden 
grows deeper with time. 


3 People who are very open bewilder me - where’s the 
challenge of getting to know them? 


4 | maintain a casual demeanor, hiding even my true 
self from view. 


5 | like to know everything | can about someone 
before | meet them. 


6 I'm often found staring into the middle distance, 
pondering events that | have foreseen. 


7 | stop to make a mental note of interesting 
conversations | overhear. 


8 My go-to tactic to blend in is hiding behind a 
newspaper. 

dé Ideal 

1 Family. The family is all that really matters. (Any) 


2 Knowledge. | want to know as much as | can about 
the city and how it works. (Any) 


3 Control. We keep the city safe by dealing with anyone 
who risks upsetting the applecart. (Lawful) 


4 Loe With the information at our fingertips, we can 
make decisions unclouded by emotion or principle. 
(Lawful) 


5 Foresight. The best way to prepare myself and my 
family for the future is to see what is coming. (Any) 


6 Power The knowledge that ay family can find can 
give me leverage to blackmail anyone in this city. 
(Evil). 


d6 Bond 


1 | discovered a secret | can’t let anyone else uncover - 
even my Obscura seniors. 


2 Ever since becoming an initiate, I’ve been scouring 
the city for the answer to a specific question. 


3 I’ve learned the difficulties that one of my marks has 
gone through, and feel sympathetic enough to try to 
protect them when | am able. 


4 | had a stint working in the Cloud Spire, and | always 
return there to sift through archives when | take on an 
investigation. 


5 An elderly relative runs a fortune telling business that 
I've taken on the responsibility of keeping a watchful 
eye on. 


6 I’m tracking the murderer of a member of the family, 
but have orders not to act yet. It feels like I’ve known 
the killer for years, without ever having met them. 


d6 Flaw 


1 | have a dark secret that I’m pretty sure the Obscura 
higher-ups already know, and | joined to help make 
sure my secret doesn’t get out. 


2 | don't tell anyone, but I'm pretty lousy with 
divination magic. 


3 | focus so much on the future that | don't appreciate 
the present. 


4 | can't keep my nose out of other people's business. 
5 Trait 


6 Some members of the Obscura me know me better 
than | know myself. 


CONTACT IN ANOTHER FAMILY 
d4 Contact 


1 My Broker neighbor and | exchange occasional 
pleasantries, but | think they’re starting to suspect 
that | know about their secret vices. 


2 | warned a Maestro that their date was just trying to 
get a foot in the door of their family. They don't want 
any more relationship advice, but at least they trust 
me. 


3 | didn't foresee that schmuck cutting me off on the 
highway and totalling my rental car. I'm still friendly 
with the Riveteer who gave me a good price on the 
repairs. 


4 A Cabaretti bouncer threw me out the front door of 
his boss's gambling den when they realized | was 
with the Obscura, but he admired my gumption. 
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MAESTROS 


"Once the aristocracy of Old Capenna, the Maestros of New 


Capenna are master assassins with a code: be precise, be 
professional, and be thorough. They think of themselves as 
artists and critics. Paintings, sculptures, or performances, 
the Maestros are avid collectors always in search of the next 
big thing while, at the same time, quietly working to curate 
New Capenna's past, keeping the secrets of Old Capenna 
hidden in their museum archives and vaults." 


-Planeswalker's Guide to Streets of New Capenna 


SUGGESTED CLASSES: 
Bard, Fighter, Rogue, Warlock, Wizard 


BACKGROUND - MAESTROS AGENT 


As one of Maestros you are a member of a slower, more 
methodical high society than the parties of the Cabaretti, 
focused on slowly absorbing art and culture, and taking 
that artistry into the violence that sustains the family. 

Skill Proficiencies: Stealth, Deception 

Tool Proficiencies: One type of artisan's tools, 
Poisoner's kit 

Equipment: A set of fine clothes, three small knives, and 
a purse or wallet containing 5gp 


FEATURE: THE FINER THINGS 

As one of the Maestros, you live in an environment of 
impeccable taste. You know where to source valuable 
items, such as clothes in the latest fashion, and you have a 
contact in the family who can help you fence anything 
valuable you come across on jobs. 


MAESTROS FAMILY SPELLS 
Prerequisite: Spellcasting or Pact Magic class feature 

For you, the spells on the Maestros Family Spells table 
are added to the spell list of your spellcasting class. (If you 
are a multiclass character with multiple spell lists, these 
spells are added to all of them.) 


MAESTROS FAMILY SPELLS 
Spell Level Spells 


Cantrip — chill touch, prestidigitation 
Tst bane, identify 
2nd locate object, pass without trace 
3rd nondetection, vampiric touch 
Ath blight, secret chest 
5th legend lore 


Your magic tends to manifest as splashes of bright 
colour, as if thrown from a paint can, often adding a 
chromatic sheen to the blood left on the scene when a 
Maestro is sent to tie up a loose end. 


SUGGESTED CHARACTERISTICS 

Maestros are assumed to be snobbish by some, with their 
high presence around Park Heights. Maestros tend to lean 
either more towards art criticism, charismatic socialites 
running in high cultural circles, or to the bruiser role, 
suited to those with more of a penchant for intimidation 
and violence. To truly climb the ranks of the Maestros, one 
must master both. 


d8 Personality Trait 


1 Aesthetics are everything, including in crime. If I'm 
going to paint a neighborhood red, it'd better be one 
that makes a good canvas. 


2 | strive to live tie family’s code - professionalism, 
precision, and thoroughness. | don’t let anyone walk 
away from my jobs. 


3 | consider myself a work of art, shaped and preserved 
by the vampiric immortality the Maestros offer. 


4 | can’t pass an artwork or crime scene without 
comment or critique. 


5 | never show my anger. | just plot my revenge. 


6 Doing things halfway just makes bad art. | commit to 
my work and hobbies with everything I’ve got. 


7 Combat is meant to be quick, clean, and one-sided. 


8 | like to talk at length about my opinions on art and 
fashion. 


dé Ideal 
1 Family. The family is all that really matters. (Any) 


2 Artistry. A little taste and planning can make this city 
and every muder in it a work of art. (Neutral). 


3 Old Money. |’m the latest generation of the Maestros, 
and | will do whatever it takes to uphold our wealth... 
and secure a share for myself. (Evil) 


4 Preservation. New Capenna’s history and the art of 
generations should be maintained for future 
generations. (Good) 


5 The Hunt. Sure I’m a professional killer, but that 
doesn’t mean | can’t enjoy what | do. (Evil) 


6 Culture. Fine art gives people the kind of inspiration 
that breathes new life into the city. (Any) 


d6 Bond 


1 | owe a lot to the higher up who vouched for me to 
be turned into a vampire. 


2 I've taken a particular interest in one of the artworks 
in Xander's collection. 


PLAYER'S GUIDE 


3 I’m always following Xander’s tastes. That vampire 
knows fashion better than anyone in the city. 


4 | treasure the first weapon | earned from the Maestros 
after a few successful jobs for the family. 


5 I'm a harsher critic of myself than of any artwork. 


6 | want to be remembered forever as one of the greats 
in my chosen artistic pursuit. 


d6 Flaw 


1 | often get distracted critiquing the architecture or 
the fashion of passers-by. 


2 | sincerely doubt that a member of another family 
could beat me in single combat. 


3 I’m convinced that my taste is impeccable and much 
more trend-setting than it actually is. 


4 | have little respect for those who don’t appreciate 
the finer things, like knowing how to dress 
themselves. 


5 If an artwork | appreciate isn’t nailed down, its 
owners probably won’t miss it. 


6 | have a habit of prioritizing my own needs, showing 
up at inopportune times for my superiors, like the 
day of a funeral, or a daughter's wedding night. 


CONTACT IN ANOTHER FAMILY 
d4 Contact 


1 I'm in debt to the Broker lawyer who's legal skill saw 
me avoid facing the consequences of a job gone 
wrong. 


2 | sometimes visit a local Obscura fortune teller to 
draw inspiration for my art from their divinations. 


3 A couple of Riveteers saw me hide on their building 
site while | made a getaway. They told me when my 
pursuers had moved on, and for some reason they 
weren't lying. 


4 Arising star in the Cabaretti looks to me for fashion 
tips, and we regularly go clothes shopping together. 


RIVETEERS 


"Hailing from the artisans that built the kingdoms of Old 
Capenna, the Riveteers are the major power of the Caldaia, 
the mortal builders of New Capenna, and the keepers of the 
largest stockpile of Halo in the city. They are a rowdy, 
action-first, move-fast-and-break-things crime family whose 
members are not afraid of fighting hammer and nail to 
accomplish their goals. Once a union of workers, the 
Riveteers still hold to many of the values that once 
organized them: loyalty, strength in numbers, and mutual 
support." 

-Planeswalker's Guide to Streets of New Capenna 


SUGGESTED CLASSES: 
Artificer, Barbarian, Fighter, Monk, Rogue, Warlock 


BACKGROUND - RIVETEERS AGENT 


Working in the Caldaia, the Riveteers protect you and your 
fellow workers from exploitation by the upper classes. For 
that, you've decided to follow them through thich and thin. 

Skill Proficiencies: Athletics, Intimidation 

Tool Proficiencies: One type of artisan's tools, vehicles 
(land) 

Equipment: A set of artisan's tools (one of your choice), a 
wrench (that counts as a club), a set of common clothes, 
and a purse or wallet containing 5gp 


FEATURE: NAILS AND KNEECAPS 

You and your fellow Riveteers don't have time to waste with 
persuasion and subterfuge, but a few well-placed 
roadworks and detours can do the job just as well. 


While in a busy part of the Caldaia, you can spend 2d10 
minutes to convince 1d6 commoners to perform a non- 
violent act that inconveniences a member of another family, 
or some other wealthy looking individual 


RIVETEERS FAMILY SPELLS 
Prerequisite: Spellcasting or Pact Magic class feature 

For you, the spells on the Riveteers Family Spells table 
are added to the spell list of your spellcasting class. (If you 
are a multiclass character with multiple spell lists, these 
spells are added to all of them.) 


RIVETEERS FAMILY SPELLS 
Spell Level Spells 


Cantrip _ fire bolt, mending 


Tst hellish rebuke, searing smite 
2nd dragon's breath, heat metal 
3rd haste, protection from energy 
Ath fabricate, fire shield 

5th destructive wave 


Your magic tends to manifest as industrial fire, 
accompanied by showers of sparks and sounds of metal-on- 
metal when they impact on their targets. 


SUGGESTED CHARACTERISTICS 

Riveteers tend to be more down-to-earth than members of 
the other families, avoiding being tangled in the high-life 
farce of celebrity fashions. Some Riveteers are skilled 
builders, while others are more interested in picking fights, 
whether in the boxing rings or on the streets against the 
other families. 


d8 Personality Trait 


1 | won't trust anyone who hasn't done an honest day's 
hard labor in their life. 


2 Insult anyone in my crew and I'll be the first into the 
fray. 


3 If I'm not wearing my flat cap and suspenders, I've 
been replaced by a doppelganger. 


4 If you treat me like a simple hired bruiser, get ready 
for a bruising. 


5 | judge people by their actions, not their words. 


6 | like to surprise those who underestimate my 
intelligence by showing off my technical know-how. 


7 Thinking is for other people. | prefer action. 


8 | don’t care for fashion, peering practical clothing 
that outlasts whatever those stiffs in Park Heights 
are wearing this month. 


dé Ideal 
1 Family. The family is all that really matters. (Any) 


2 Union. Sure, the Riveteers can be violent, but we’re 
the ones making sure that New Capenna’s workers 
aren’t exploited. (Good) 


3 Industry. New Capenna has to keep rebuilding and 
reinventing itself, if it wants to survive. I’m glad to be 
part of that process. (Lawful) 


4 Freedom. Living in the Caldaia means not having the 
boots of the upper classes on my neck. (Chaotic) 


5 Teardown. Demolition, be it scheduled, or a strike 
against our enemies is what makes this work worth 
it. (Chaotic) 


6 Strength. Being a Riveteer means being able to 
publicly show |’m a threat - and not be challenged 
for it. (Evil) 


d6 Bond 


1 A gang of nearby Riveteers pulled me out of the 


wreckage of an industrial accident. | owe them my 
life. 


2 The boss in my workshop has always had a talent for 
inspiring me. 


3 There’s nothing | value quite like my construction 
crew and our lunchtime chats on girders of half-built 
structures. 


41 sometimes stop and chat with the staff of the top- 
floor restaurant of the first skyscraper | helped build, 
even though | could never afford to eat there. 


5 | inherited my toolkit from a parent, and it’s full of 
treasured memories of how | was taught to work with 
my hands. 


6 | have a cousin who somehow rents a tiny apartment 
up in Park Heights. They’re yet to invite me to visit. 


d6 Flaw 
1 I'm very quick to anger. 
2 | can easily be swayed by a strong argument. 


3 | don’t bother to couch my opinions in flattering 
words. 


4 If you question my courage, | will never back down. 


5 I’m convinced that I’m better and stronger than 
members of other families, who don’t know the 
realities of hard work. 


6 | assume that everyone outside of the Riveteers 
looks down on me. 


CONTACT IN ANOTHER FAMILY 
d4 Contact 


1 | was given the wrong type of ladder, and nearly 
plummeted to my death. A passing Broker saved my 
life, though | owe them "a few easy payments" for 
the trouble. 


2 Acryptic warning from an Obscura agent who takes 
the same train as me saved me from a workplace 
accident. 


3 | regularly find myself working alongside the same 
Maestro interior decorator. 


4 A Cabaretti bartender sees me as a regular, and 
knows my worries just as well as they know my 
favorite orders. 


CABARETTI 


"Raised from the druids and bards of Old Capenna, the 
Cabaretti are the engine that fuels New Capenna's 
celebrations, festivals, and parties, dictating both pop 
culture and the trends that move the city's elite. Opulent 
revelers, the Cabaretti run dance halls, concert venues, and 
the finest restaurants up and down the city's boroughs. 
Their doors are always open, and they'll always greet you 
with a smile, but don't ever try to leave without paying your 
tab." 

-Planeswalker's Guide to Streets of New Capenna 


SUGGESTED CLASSES: 
Bard, Druid, Ranger, Rogue, Warlock 


BACKGROUND - CABARETTI AGENT 


You're part of the social fabric of New Capenna, involving 
yourself in the running of nightclubs, cabarets, and 
festivals. Whether a performer or working behind the 
scenes, the city's leisure is your business, which you take 
as seriously as any other family treats their own work. 

Skill Proficiencies: Performance, Persuasion 

Tool Proficiencies: one type of mucical instrument 

Languages: One of your choice 

Equipment: A matchbook from your favourite venue, a 
set of fine clothes, a musical instrument of your choice and 
a wallet or purse containing 5gp 


FEATURE: STAR-STUDDED CONTACTS 

You have links to anyone who's anyone in the Cabaretti. You 
can use promises of front row seats or meetings with the 
famous and fabulous as leverage when attempting to 
persuade others. 


CABARETTI FAMILY SPELLS 
Prerequisite: Spellcasting or Pact Magic class feature 

For you, the spells on the Cabaretti Family Spells table 
are added to the spell list of your spellcasting class. (If you 
are a multiclass character with multiple spell lists, these 
spells are added to all of them.) 


CABARETTI FAMILY SPELLS 
Spell Level Spells 


Cantrip guidance, vicious mockery 


1st charm person, silent image 
2nd enthrall, mirror image 

3rd beacon of hope, catnap 

Ath aura of life, hallucinatory terrain 
5th mislead 


Your magic tends to manifest as beams of crackling 
glowing energy in white, reds and greens. 


SUGGESTED CHARACTERISTICS 

Being fun-loving isn't vital for a member of the Cabaretti, 
but it helps. Most members of the Cabaretti are in the 
family for the high life it offers, though for many it's about 
the ready access this gives them to the freely-flowing Halo. 
For more combat-orientated members of the Cabaretti, 
valuing the joy their family bring to the city is reason 
enough to do what it takes to protect it. 


d8 Personality Trait 


1 My bubbly personality belies a coldness that only 
shows when someone goes against the family. 


2 The center of attention is the only place for me. 


3 The first thing | do when | meet someone is choose 
a part of their outfit to complement - even if | don't 
mean it. 


4 A little wisecracking can improve the mood of most 
situations. 


5 I'm a habitual gossip. 
6 | always greet my friends loudly. 


7 Nobody can fake a smile, a handshake, or an 
interested nod like | can. 


8 Once I'm friends with someone, they'll know it from 
the fetching little accessories | buy them to match 
their outfits. 


dé Ideal 
1 Family. The family is all that really matters. (Any) 
2 Party. I'm just here for a good time. (Chaotic) 


3 Fame. Sure the other families have a few well-known 
members, but really anyone who's anyone is in the 
Cabaretti. (Any) 


4 Greed. If | make it big, I'll have all the money, fans 
and Halo | could ever wish for. (Evil) 


5 Respite. With all the tension that the families put on 
the city, its up to us to give people a chance to relax 
and cut loose. (Good) 


6 Power. If your fans love you enough, they'll do 
anything for you and let you get away with anything. 
(Evil) 


d6 Bond 


1 I'm loyal to one performer | adore, and | would 
protect them over the rest of the family. 


2 | spend more time in the Vantaleone than at my own 
home. 
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3 | have a long-lasting friendship with a bouncer who 
protected me from some thugs in the street while off 
duty. 


4 My first few Pas went into a musical 
instrument that I'll always value as the first step on my 
path to fame, even if | don't play it anymore. 


5 | often find myself riding with the same taxi driver. My 
elite tips have paved the way for a burgeoning 
riendship. 


6 I'm part of a group of backup singers, each with our 
own hopes to move into the spotlight. 

d6 Flaw 

1 I'll do anything to win fame and renown. 

2 I'ma sucker for a pretty face. 


3 Debt? | wouldn't worry about it, money always flows 
to the Cabaretti. 


4 Tete no problem that another glass of Halo can't 
ix. 

5 | take offense when people don't recognise me, and 
make sure they know who | am. 


6 | have a secret vice, and to everyone's surprise, it 
isn't Halo-related. 


CONTACT IN ANOTHER FAMILY 
d4 Contact 


1 A Broker once helped me dodge a huge tab I'd 
almost been duped into paying for. 


2 | keep on top of the latest music trends by way of an 
Obscura friend, who has ears in the city's recording 
studios. 


3 A Maestro critic always shows up to the same 
performances as me. 


4 To my surprise, a Riveteer bruiser who frequents 
some of the same venues as me actually takes on 
board the unwarranted fashion advice | offer. 


VEHICLES OF NEW CAPENNA 


AUTOMOBILES 


Vehicle Cost 

Automobile 200gp 
Dodgy Jalopy 100gp 
Getaway Car 250gp 
Limousine 500gp 
Goods Truck 400gp 


AUTOMOBILE 

The common cars of New Capenna vary in design, with 
these rules representing most varieties of personal vehicle 
or taxi found clogging the streets of the Mezzio at any hour. 


AUTOMOBILE 
Huge vehicle, 15ft. x 6ft. 


Creature Capacity 1 driver, 4 passengers 
Cargo Capacity 0.5 tons 
Travel pace 60 miles per hour 


STR DEX CON INT WIS CHA 
184) 1442) 1643) 0 0° © 


Damage Immunities poison, psychic 

Condition Immunities blinded, charmed, deafened, 
exhaustion, frightened, incapacitated, 
paralyzed, petrified, poisoned, prone, stunned, 
unconscious 


Actions 


On its turn the automobile can take 1 action if it 
has a driver. 


Move. The automobile can use its apparatus to 
move using its Halo drive. 


Chassis 
Armor Class 16 


Hit Points 100 


Control: Apparatus 
Armor Class 16 


Hit Points 25 


Move up to the speed of the automobile's Halo 
drive, with one 90-degree turn. The apparatus can 
be attacked only if the chassis has taken 50 or 
more damage. If the apparatus is destroyed, the 
automobile can't move. 

Movement: Halo Drive 


Armor Class 12 


Hit Points 30 -5 ft. feet per 5 damage taken 
Speed 100 feet 


Dopcy JALOPY 

Worn out old cars aren't uncommon in New Capenna, 
especially in the Caldaia, where they are often sold for 
parts. No two jalopies are the same. Everyone has a story 
about that one friend-of-a-cousin down in the Caldaia with 
an old banger that just shouldn't run, yet always seems to 
perfectly with the right set of hands behind the wheel. 


DopGy JALOPY 
Huge vehicle, 15ft. x 6ft. 


Creature Capacity 1 driver, 4 passengers 
Cargo Capacity 0.5 tons 
Travel pace 45 miles per hour 


STR DEX CON INT WIS CHA 
18 (4) 912 G0) 15 G2) OO 0 


Damage Immunities poison, psychic 

Condition Immunities blinded, charmed, deafened, 
exhaustion, frightened, incapacitated, 
paralyzed, petrified, poisoned, prone, stunned, 
unconscious 


Actions 


On its turn the jalopy can take 1 action if it has a 
driver. 


Move. The jalopy can use its apparatus to move 
using its Halo drive. 


‘Let me show you what the ol' gal can do." The 
driver must make a DC 16 Dexterity (Land 
Vehicles) check. On a success, the jalopy can use 
its apparatus to move at double speed using its 
Halo drive. On a failure, the apparatus and Halo 
drive both take 11 (3d6) force damage, and 
jalopy can use its apparatus to move at half speed 
using its Halo drive. 

Chassis 


Armor Class 15 


Hit Points 100 


Control: Apparatus 
Armor Class 16 


Hit Points 25 


Move up to the speed of the jalopy's Halo drive, 
with one 90-degree turn. The apparatus can be 
attacked only if the chassis has taken 50 or more 
damage. If the apparatus is destroyed, the 
automobile can't move. 

Movement: Halo drive 


Armor Class 12 
Hit Points 30 -5 ft. feet per 5 damage taken 
Speed 70 feet 
—————— eee 
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GETAWAY CAR 
Huge vehicle, 15ft. x 6ft. 


Creature Capacity 1 driver, 4 passengers 
Cargo Capacity 0.5 tons 
Travel pace 75 miles per hour 


STR DEX CON INT WIS CHA 
13 (4) 16 (43) 1643) 0 0 0 


Damage Immunities poison, psychic 

Condition Immunities blinded, charmed, deafened, 
exhaustion, frightened, incapacitated, 
paralyzed, petrified, poisoned, prone, stunned, 
unconscious 


Actions 


On its turn the getaway car can take 1 action if it 


has a driver. 


Move. The getaway car can use its apparatus to 
move using its Halo drive. 


Chassis 


Armor Class 18 


Hit Points 100 


Control: Apparatus 
Armor Class 16 


Hit Points 25 


Move up to the speed of the getaway car's Halo 
drive, with two 90-degree turns. The apparatus 
can be attacked only if the chassis has taken 50 
or more damage. If the apparatus is destroyed, 
the getaway car can't move. 

Movement: Halo Drive 


Armor Class 15 


Hit Points 30 -5 ft. feet per 5 damage taken 
Speed 110 feet 


GETAWAY CAR 

Each family has at least a small collection of souped-up 
automobiles for use in high-priority, high-risk jobs. Getaway 
cars most often sport improved armor and steering, 
enabling them to outperform the other vehicles of New 
Capenna's streets, capable of sharper turns and deflecting 
incoming fire. Getaway cars are most often built with 
unasuming designs, allowing them to blend in with the rest 
of the traffic, until a burst of speed and a few sharp turns 
are required. 


LIMOUSINE 

Limited to the higher-ranking members of the families, and 
those who can affort to hire them for private functions, 
limousines are a regular sight on the roads of Park 
Heights. suited for comfort - certainly not for speed or 
durability. That said, with the passenger room that they 
provide, limousines often tend to be transporting a 
substantial bodyguard with any very important passengers. 


Goons TRUCK 

Goods trucks are a common sight on the streets in the 
Caldaia and the Mezzio, often tending to operate by night in 
the latter to avoid the heavy daytime traffic. These vehicles 
are heavy and hard to handle for the inexperienced, so use 
in high-speed pursuits is uncommon, considering the high 
risk of tucks becoming overturned at sharp corners. That 
said, if there's a car chase with Riveteers involved, you can 
bet on seeing one of these barrelling down the streets, the 
back loaded with bruisers. 


LIMOUSINE 


Cargo Capacity 0.5 tons 
Travel pace 60 miles per hour 


STR DEX CON _ INT WIS CHA 
12 G4) 1-0) 18 44)" 20 20" 9 0 


Damage 
Condition Immunities blinded, charmed, deafened, 
exhaustion, frightened, incapacitated, 
paralyzed, petrified, poisoned, prone, stunned, 
unconscious 


Actions | 


On its turn the limousine can take 1 action if it 


has a driver. 


Move. The limousine can use its apparatus to 
move using its Halo drive. 


Chassis 


Armor Class 16 


Hit Points 100 


Control: Apparatus 


Armor Class 16 


Hit Points 25 


Move up to the speed of the limousine's Halo 
drive, with one 90-degree turn. The apparatus can 
be attacked only if the chassis has taken 50 or 
more damage. If the apparatus is destroyed, the 
limousine can't move. 

Movement: Halo Drive 


Armor Class 12 


Hit Points 30 -5 ft. feet per 5 damage taken 
Speed 100 feet 


Goops TRUCK 
Huge vehicle, 15ft. x 6ft. 


Creature Capacity 1 driver, 9 passengers 
Cargo Capacity 5 tons 


STR DEX CON’ INT WIS CHA 
18 4) 142) 1643) OO) @O 


Damage Immunities poison, psychic 
Condition Immunities blinded, charmed, deafened, 
exhaustion, frightened, incapacitated, 
paralyzed, petrified, poisoned, prone, stunned, 
unconscious 


On its turn the goods truck can take 1 action if it 
has a driver. 


Move. The goods truck can use its apparatus to 
move using its Halo drive. 


Chassis 


Armor Class 16 


Hit Points 100 


Control: Apparatus 


Armor Class 16 


Hit Points 25 


Move up to the speed of the goods truck's Halo 
drive, with one 90-degree turn. The apparatus can 
be attacked only if the chassis has taken 50 or 
more damage. If the apparatus is destroyed, the 
goods truck can't move. 

Movement: Halo Drive 


Armor Class 12 


Hit Points 30 -5 ft. feet per 5 damage taken 
Speed 100 feet 


